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ABOUT 

PHOTOSENSITIVE 

SEIZURES 

A very small percentage of pcopfe may expe- 
trience a seizure when exposed to certain visu- 
pd images, including flashing lights or pattens 
i thar may appear in video games. Even people _ 
I who have no history of seizures or epilepsy 
piay have an undiagnosed condition that can \ 
j cause these photosairitive epileptic seizures 
wink' watching video games, These seizures may 
• 'have a variety of symptoms including: Jight- 
; headedness, altered vision, eye or face twitching. 

^ jerking or shaking of arms or legs, disonen- 
laiion. confusion, or momentary loss of aware-- 
ness, Seizures may also cause a loss of con¬ 
sciousness or convulsions that can bad to injury 
from filling down or Striking nearby objects. 
Immediately stop playing and consult a 
fdoctor If yon experience any of these syinp- 
\ toms. Parents should watch for or ask their 
(children about the above symptoms. Children 
and teenagers are more likely than adults to 
^.experience these seizures. The risk of photo- 
^ sensitive epileptic scizurfcj may be reduced by 
[sitting farther from the television screen, 
fusing a smaller television screen, playing in a 
l well-lit room, and not playing when you are 
| drowsy or fatigued, 

If you or any of pur relatives have a 
history of seizures or epilepsy, consult a doc- 


AVOID DAmAGE TO 
YOU ft TELEVISION 

Do not use with certain televisions. Some 
televisions, especially front- and rear-projec* 
lion types, can he damaged if any video 
games, including Xbox games, are played on 
them, Static images presented during the nor¬ 
mal course of game play may “burn in" ro 
the screen, causing a permanent shadow of 
echo static image to appear at all rimes, even 
[when video games are not being played. 
Similar damage may occur from static images 
^created when placing a video game on hold 
or pause. Consult your television owners 
i manual to determine if video games can be 
i safely played on your set. If you are unable to 
. find this information in the owner’s manual, 
r contact your television dealer or the nianufac- 
: utter to determine | video games can be 
played on your sec. 

OTH ER 1 m PORTA NT 
HEALTH AMD 
SAFETY IMFORITlATION 

The Xbdx video game system document a cion 
1 contains important safety and health infor- 
unition that you should read and understand 
before using this software. 

Unauthorized copying, reverse engineering, 

. transmission, public performance, rental, pay 
, for play, or circumvention of copy protection 
g Li strictly prohibited. 
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En the beginning 
e Was cmlir barkn 


then Light shone in the void and a new world vwi> born, 

. A realm forget Irani the elemental forces of 
'"Earth. "Watch anb Eire, 

where mifth anb reality become one. 
a ah [Magic is the Life h to oh of all creation 

*The nexus of an eternal war wfageb between the forces of 
Eight anb 'Darkness...between Chaos anb Orber. 

Which bestroycb the worlb in a mighty cataclysm. 

' Llnto this broken realm came the Oberlorbs. powerful 
beings b rawing their might from the elements of creation r 
7 he Oder [orbs possess all the mortal passions. 'Rage... Jealousy. 
Desire.... anb along w ith them, mortal weaknesses, 
'beautiful . \enna , Qpbbess of the Waters ... the steJbjast 
purity of crashing Waites anb i lumbering waterfalls* 

■L 1 icr[f Epathos, ‘Warrior of the rising sun... % 

Volatile guarbian of the sacreb flames. 

|PyC)ov r it>M> ' Oarlock [Master of metals anb Eorirof si-^hg... 
keeper of the secrets of the earth. 

*s\rtb w'ickeb Helamis. Queen of storms anb chaos... 
mother of hurricanes, leaving havoc 
anb best ruction in her wake. 


‘Now? the mightiest of the Obcrlorbs j 
prepare for the ultimate confrontation 
'The time has come for the 
Wrath op the gobs to be itnleasftehf 











StTUP 


AVOIDING DAmAGE 
to discs or the: 

DISC DRIVE 

To avoid damage to discs or the 
disc drive; 

1 Insert only Xbox-compatible 
discs into rKe disc drive. 

2 Never use oddly shaped discs, such 
as star-shaped or heart-shaped discs. 

3 Do not leave a disc in the Xbox 
console for extended periods when 
not in use. 

A Do not move the Xbox console 
while the power is on and a disc 
is inserted. 

5 Do not apply labels, stickers, or 
other foreign objects to discs. 


1 5et up your Xbox video game 
system by following the instructions 
in the Xbox Instruction Manual 

2 Press the power button and the 
status indicator light will light up. 

3 Press the eject button and the 
disc tray will open. 

A Place the Wrath Unleashed"' disc 
on the disc tray with the label facing 
up and dose the disc tray, 

5 Follow onscreen instructions and 
refer to this manual for more informa¬ 
tion about playing Wrath Unleashed. 


OWTim*) 


USING THE XBOX CONTROLLER 

1 Insert the Xbox controller into any controller port of the Xbox console. 

2 Use the hard disk if you wish to save your progress, 

3 Follow onscreen instructions and refer to this manual for more information 
about using the Xbox controller to play Wrath Unleashed, 


Right trigger 


Left trigger 


BACK button 
START button 


Directional pad Right thumbsHck 



ARENA CONTROLS 


Start Button 

Pause/resume 

Left Thumbstick 

Press in any direction to move creature 

Right Trigger 

Block/strafe 

Left Trigger 

Special magic attack 


Y Button 

Heavy magic attack 

B Button 

Light magic attack 

A Button 

Light melee attack 

X Button 

Heavy melee attack 


TOP-DOWN mAF CONTROLS 


Start Button 

Pause/access options 

Left Thumbstick; 

Move cursor 

Directional Pad 

Move cursor 

Right Trigger 

Zoom in camera 

Black Button 

Toggles World Map mode 


Y Button 

Toggles the Help Menu 

B Button 

Toggles World Map mode 

A Button 

Select highlighted creature and 
switch back to die World Map 

X Button 

After selecting a hex, press 
to see creatures within 
attack range 


BfniC QflPIL UUHTouLt 


WORLD ITAF CONTROLS 


Start Button 

Pause/access options 

Directional Pad 

Press in any direction to move camera and 
cursor; press to move selected character 

Left Thumbstick 

Press in any direction to move camera and 
cursor; press to move selected character 

Right Thumbstick 

Press to move the camera 

Right Trigger 

Zoom camera in 

Left Trigger 

Zoom camera out 


Y Button 

Toggles the Help Menu 

B Button 

Cancel actio n/ex it 
Help Menu 

A Button 

Select highlighted creature 

X Button 

Use Gates 

White Button 

Pass turn 

Black Button 

Toggles the top-down map 









































PLAYino m gamt 

I I rath Unleashed provides 
V V numerous play options: 


*, ) \ly14*( VV numerous play options: 

!glM i|i l8 9 Battles, Versus, Team Fighter and 
|§| war gafTIES Campaign* While each option pvo- 

versus Ws 'i vides unique challenges, there are 

U T R two distinct game play modes within 

OPTIONS Wrath Unleashed: waging war on 

the World Map and fighting tooth- 

| jsl and-claw during arena combat* 

——. - ^ tu rns moving their army of creatures 

in a bid to seize key structures, attack 
the enemy or cast powerful magic spells (see World Map, page 16). 

In arena combat, two creatures fight to the death using melee and magical 
attacks (sec Arena Combat, page 24), 

To save your progress in Wrath Unleashed, make sure you create a 
profile before playing* Select Profiles from the Main Menu, create a New' 
Profile, and then save Jt to the hard disk or memory unit. You can play 
Wrath Unleashed without a profile, but you won’t be able to save any games 
or custom armies. After a profile is created, select the type of game you want 
to play from the Main Menu, 

WAR GflMGR 

r hoose WAR GAMES to play individual battles, single-player campaigns, rhe 
tutorial mission, or to load a saved game or build custom army sets. 

battle: 

Select BATTLE to pit yourself against other players (AI or Human) on a map 
of your choosing. 

^ Number of Players: Determine the number of players. 

^ Realm: Select the realm for each player, 

^ Type: Select whether the player is Human or Al controlled (you 
can also choose the difficulty level of the AI player)* 

■& Army Size Limit: Determines the number of points you can 
spend on creatures in your army (for creating custom armies)* 
^ Team Setup: Use this option to choose teams 
A) (for 3- and 4-player games only)* 

Edit Profiles and Armies: Access the Battle/Select 
Options menu to: § 

U-s -Load or create piffles 


* 


4Load or create 


# Modify Rules: Select from the follbwiiig to adjust rules 
and options for the game:* 

~~ Turn Limit: Select a predetermined limit of turns for your 
game. When the turn limit is reached, the game ends and the 
player with the most Temple points wins. 

~ Turn Timer: Select a time limit to make a move on the World 
Map. When the turn limit is passed, the player loses their turn* 

Arena Timer: Select a time limit for arena combat. If the limit 
is passed and the creatures are still alive, "Sudden Death” occurs— 
bolts rain down from the sky until one or both creatures are killed. 

— Mana: Choose the rate of Mana accumulation, 

~ Arena Combat: Choose to play all battles in arena combat, to play 
battles in arena combat only when human players are involved (Human vs. 
Human OR Human vs* m or automatically resolve all battles w ithout 
going into arena combat. The last option determines the winner based on 
rank, current health and terrain* 

~ Overlord Killed: The “Player Our” option means a player loses as soon as 
his/her Overlord is killed. The “Player In” option means a player will stay in the 
game even if the Overlord is killed, and the game must be won through other 
means, such as Temple point capture or the defeat of all creatures on a team* 
Next, select OK to access the Battle/Sclcct Map screen to choose a map 
from the available list. Information 
for each map can be seen on the 
lower-left corner of the screen: 

Number of Players 
~ Difficulty 

— Temple Total: Total number of 
Temple points available. 

Need to Win: Total number of 
Temple points needed to win. 

Once a map is cho sen, select 
BRIEFING to view a synopsis of the 
map. Choose START GAME to play. 



iATTLE SELECT IT1AP 


quad 

DEATH STAR 
mAISlA FLUX 



CAmPAIGN 

Select CAMPAIGN to play single-play er campaign missions* 
Choose between the four different realms: 



LIGHT Order: Play as the Light Order Demigod Aenna. 
Light Chaos: Play as the Light Chaos Demigod Epothos. 
DARK Order: Play as the Dark Order Demigod Durlock* 
DARK Chaos: Play as the Dark Chaos Demigod Helamis. 


y/Ss 








Each realm contains four mis¬ 
sions. Completing a mission 
unlocks the next mission in the 
realm* 

As you play deeper into a 
realm's missions, they become 
more difficult. Furthermore, the 
difficulty between realms 
becomes more challenging. For 
example, the Light Order realm 
is easier than the Light Chaos 
realm, which is easier than the 
Dark Order realm, and so on. 

Once a realm and a mission 
are selected, you are taken to the 
Campaign/Overview screen to 
view the map for the upcoming 
battle. You can also choose to 
review the following: 

Objectives: Preview features and 
objectives special to this mission. 
~ Briefing: Select to read the 
story tor this mission. 

Start Game: Select to begin 
gatneplay* 


Select TUTORIAL to begin the in 
game tutorial that will teach you 
the basics. 


Select to load a previously save 
battle (multiplayer game) or a 
previously saved campaign mis 
sion (single-player game)* 


ARJT1V BUILDER 

Select Army Builder to create a custom army and choosi 
the type and number of creatures you want, provided 
you don't exceed the amount for any particular class 
(sec the chart on the toll owing page for class limita¬ 
tions). You are provided the following options^ 



Class 


Example Army , Medium Light Order 

foil begin with 30-pomts. First f you must select an Overlord, which costs 8 points. 
That leaves you with 22 points (even though you have enough points remaining, you 
can only select one Overlord for your army). Next ; yew choose 7 Centaurs (each 
costing l point), which is the maximum number of Sentinel-class characters yaw 
aw have, leaving you with 15 points to spendYou fed yew need a backup spell- 
caster so you decide to select a Juggernaut, which costs 6 points ; leaving you 
with 9 points left to spend. You how choose to mind out the remainder of 
your army with four Genies, which costs 8 points, leaving you with 
l point left over. Since you selected the maximum uumber of Sentinel- 
class characters (in this case ■ Centaurs), there arc no other creatures 
available. Now save your army and test it in battle. 


-■ Choose Army Realm 
Choose Armv Name 

j 

— Choose Army Size: This determines the maximum number 

of creatures in your army and the . .. 

mimher of po i nts you can spend ^jp 

Edit Army Layout: Takes you to ^ 'Ll 

the Army Builder/Edit Layout ^" LnHo 

screen where you can build ^ CM 

your army: s 

0 First, select a creature using the 0 

left thumb stick or directional pad, Lg, 

and then press the A BUTTON. OK 

0 To delete individual units, press iaiSLu T * 

the X BUTTON. — 

0 “Max Units'" means vou can no 

J 

longer add that creature type. 

^ Points to spend on creatures arc given based on army size: 

Small 20 points 

Medium 30 points 

Large 40 points 

Class limits are set on all creature types: 


"LAVOUT 

A? 


Maximum in Army 


Overlord (demi-ccq, cod) 

I (required) 

Champion (demon, dragon, ogre mage, etc,) 

3 

Warrior f genie, giantess, djjnn, spirit armor) 

5 

Sentinels (centaur, unicorn, clnukka, dark unicorn) 

7 



















VFRBUB 

C hoose VERSUS to play arena combat only against another 
player, Human or AL 

TYPE OF PLAYER 

Determine whether each player is Human or AI controlled. 
You can also choose the Al difficulty level* 

* < 

WINS NEEDED 

»• ■, <jf . 

Select the number of rounds needed to win (from I to 5 
or unlimited)* 

ARENA TimER 

versus select creatures Turns the timer on or off If a time 

**L limit is chosen and no player has 

:3^ . p - jv^ 'won when time expires, "Sudden 
fiT 1%**$ Death” occurs and bolts rain down, 

HjfcT ■ ^ Va : vfcY Ss damaging both players* The first 

orSSon player to die loses* 

F1Re giaisit Select Creatures 

M. t : After setting the Arena Timer. 

select OK to access the creature- 

—-d eselection screen. Starting with 

player one, press the left thumbs tick or directional pad left/right/up/down 
to choose the Order/crcature you wish to battle with, and then press the 
A BUTTON. Player two will then be able to select their Order/creature in the 
same manner once player one is finished. 

After each player has selected a creature, player one chooses an available 
realm to battle in by pressing the left thumbstick or directional pad left/ 
right/up/down, and then confirming the selection by pressing the A BUTTON. 
Select BEGIN BATTLE to engage in combat. Note: In the lower-right 
corner of each arena there are icons designating which Cider or Orders 
have the advantage in battle* Some arenas grant advantages to more than 
one Order, while some arenas are considered neutral and grant no 
advantage to either team* 


IX 


FROST 

Dragon 

VS* 

FIRE GIANT 


OK? 

Itc -i I X1 






TtflM FIGHTTB 

S'T ':am Fighter is a variat ion of Versus where both play- 
l ers create a team of creatures and pit them against 
each other in a series of arena duels* Play continues 
until one players team h completely wiped out.. 



RANK LirtlLT 

If turned off, more than the usual 
limit of creatures can be chosen for 
each rank type, provided the player 
has enough points* 

ARENA SELECT 
Choose how arenas are selected dur¬ 
ing the game* 

* RANDOM randomly selects a dif¬ 
ferent arena for each duel. 

• Winner Adv selects an arena that 
is advantageous to the winner of the 
previous duel* 

• NEUTRAL selects an arena that pro- 
vides no advantage to either side* 

* LOSER Adv selects an arena advanta¬ 
geous to the loser of the previous duel. 

ARENA TimER 

Select the time limit for each battle, 
and then press the A BUTTON to 
confirm. This takes you to the Team 
Fighter selection screen where you 
can build voui team* 

Build Team 

Each player is free to spend their 
points on any available creature, pro¬ 
vided the)' have ^points remaining and 
haven't exceeded the rank limit 
(unless the rank limit has been 
turned off)* For example, although a 
player may have enough points to 
pick It) Centaurs, he/she is limited 


TEAIfl FIGHTER 


to a maximum of 7, based on the set allowance for the Sentinel class. 



Points rfr Team Size: 

Small 5 point 


Class Limits: 
Overlord 


Medium 


>oinrs 


Large 


points 


max on a team 


Champions 

3 ma.\ on a team 

Warriors 

5 max on a team 











You arc also limited to a maximum number of 12 creatures 
on a team, even if you still have unused points. If you want 
to remove a creature from your team, press the X BUTTON 
to deselect the creature. Press OK when ready. This takes 
you to the Team Fighter order screen* 

Both players now choose the creatures from their 
chosen armies that they wish to battle with in the arena. 
When the duel is finished, players return to this screen, 
where the loser can choose the next creature from his ot¬ 
her team. 


nwnixi 


NEW PROFILE 

Create a new profile. 


lOUS. 


Find information and statistics on; 


onion's 


CONTROLS 

Select between different controller configurations, turn controller vibration on 
or off and choose betweeh Preset or Free camera modes on the World Mat 


VIDEO 

Brightness: Adjust the brightness level 

Creature Pedestals: Turns pedestals on or off on the World Map. 
When Auto is selected, the game decides when to turn them on. 
Creature Portraits: Turns creature portraits on/off 
Subtitles: Turns subtitles on /off. 


Effects Volume: Use this slider to adjust the volume 
of explosion, magic, and other ambient in-game 
sound effects* -v .. -yi, / : 


Music Volume: Change\he volume onthejmusic that plays 
during the game. * 

Speech Volume: The volume of voices can be modified with 
this slider. 

BONUS GALLERY 

Earn bonus medals to unlock and view concept art of the 
awesome and fantastic creatures from Wrath LJnleashed. 



CREDITS 

View the names of all the talented people who created Wrath 
Unleashed. 


QfiMf PKTfPKriCf 



In battle games and campaign 
missions, an extensive Help menu 
is always available on the World 
Map* The Help menu is an 
important guide to information 
about creatures, structures, spells* 
and terrain types. Be certain to 
consult it frequently in your 
battles as a thorough understand¬ 
ing of Wrath Unleashed will hel] 
lead you to victory* 

To activate the Help menu in 
the World Map mode, press the Y BUTTON, and then 


:GAU1E 5UITiniARV 







THf WORLD MAR 

World Map represents the land that the Overlords 
I are fighting to dominate. Here, players devise cunning 
strategies, cast crucial magic spells and move creatures 
into favorable spots for battle. The main objective in the 
World Map is to win by capturing a specified number of 
Temple points, which are determined in the objectives 
screen, or by defeating the enemy Overlord, 





AAA.AAA 


' Number t >j 
Ciwtrotlel 


'Number 
CflntrcUcl 
'Temples 
'Rciun't ch to 
be 'Vict&rieiif 


a creature, a 

p is out- 
is region 

pr represents the creature s movement 

range. The selected 'creature can 
move into any hex within this area; 
however, creatures cannot end their 
- - turn in a hex occupied by a friendly 
creature, Subject to die following rules, 
the selected creature can move into 
any hex within this area, 

Z‘~If a creature ends its turn in a 
lex occupied by an enemy creature, the game will 
transition to arena combat. The victor of that duel 


region or the World p 
lined. The area within 


ten occupy 




Walking creatures must move arounu aij other creatures 
and cannot cross gaps. 

Flying creatures can move over creatures (except enemy 
Sentinels) and cannot cross gaps. 

~ Teleporting creatures can move through all creatures, cross 
gaps and ignore Sentinel Barriers, 

Sentinels (Centaurs, Centabras, Unicorns, and Dark 
Unicorns) have a special ability called the SentmeJJiarrier, 

An enemy creature must end its turn when it moves next to a 
Sentinel This means that it will take an enemy two turns to attack 
a Sentinel: one turn to move next to the Sentinel, and another turn 
to move into the Sentinels hex. 


CASTING SPELLS 
ON THE WORLD IT1AF 


Instead of moving a creature, you can use your Overlord ot¬ 
to cast magic on the World Map, assuming you 
World Map spells have various 
effects on the game, such as trans- ; fl jgsg ai 
forming terrain, teleporting, healing, 
harming, or resurrecting units, ^ “ 

Casting a spell counts as a turn. 

To use a spell, select an Overlord 
or Adept and press the A BUTTON. 

Two selections are available, MOVE . jg£ 

and CAST. Select Cast to access a list 11 

of spells. Use the directional pad or ^ A 

the left thuiubstick to highlight a 
spell, and then press the A BUTTON V A 

to select it. Most spells require you to select a target hex or creature. 
However*.you can't xast a spell on a hex that contains a Temple or C 
Note: I lie Wrath and Resurrect 


ave enoLigl 


.s can or 










'escnption 


Summon 2.5 Adept/ 

Overlord 

Elemental 


Brings forth a being of pure elemental power to 
attack targeted creature in arena combat. The type' pf 
elemental will depend on the realm that summons it 
kit all possess greater combat strength chan a warrior. 


Wrath 


OVERLORD Only demigods and gods can east Wrath, which 
ONLY allows them to deliver two health bars of damage 

directly to an enemy creature. If the damaged creature 
has two health bars or less, it will be destroyed. 


.5 Adept/ This spell binds an enemy creature to the terrain it 
OVERLORD occupies for 3 rounds. Bound creatures cannot move 
or cast spells but can defend themselves in arena 
combat if attacked. 


Adept/ 

Overlord 


Transform 2 
Land 


This spell changes the targeted terrain to the primary 
advantage type of the caster, and the adjacent terrain 
will also change to either primary or secondary advan¬ 
tage type of the caster. Ethereal tiles cannot be 
affected by this spell. 


.5 Adept/ Cast on a wounded ally creature to 
Overlord its health. 


Resurrect Variable Overlord Enables the caster to revive one of their 
Only creatures, and place it in adjacent terrain. 

The cost to resurrect depends on the type of 
creature. Higher ranking creatures cost more. 
Only gods and demigods can cast Resurrect. 





Teleport 




Transfer' 

Health 


ADEPT'/ This spell teleports one of your creatures to 
OVERLORD terrain that falls within the spells range. The 
creature can be no further than five tiles away 
from the caster and can be teleported no 
farther than five tiles away from the caster. 
Casters can also teleport themselves. Creatures 
can be teleported directly into combat. 




Adept/ 

Overlord 


This spell is used to transfer health from 
one of the casters creatures to a wounded ally 
The spell will drain as much health as can 
be spared from die donor without killing it. 


















TERRAIN TYPES 

Each hex on the World Map represents a different terrain 
type (mountains, desert, lava, etc.). The advantages provided 
by a terrain depend on the realm a creature is from. 

f Plai ns ■ 

Plains appear serene and natural on the \ 

outside, but they are teeming with 
dangers. Acid pools and acid vents 11 . 

can melt the hide from the strongest \ 
creature. Spore plants release a cloud of 
poison on any poor creature that remains within range 
for too long. Dark Order creatures thrive in this terrain: they 
take minimal damage, and receive combat magic energy from 
energy crystals two times faster than other creatures. 

Primary Realm Advantage: Dark Order 
Secondary Realm Advantage: None 


I f M ountains . m 

Mountain terrain is rocky, rough, and hazardous. Scorched 
earth will hinder movement and attack speed, and exploding 
rocks inflict damage on any nearby creature. Dark Older : i J 

and Light Chaos creatures have some resistance to this terrain, 

I hey receive only half damage from objects and aren’t slowed 
by scorched earth. I hey also receive combat magic energy from energy crystal: 
one-and-a-half times faster than other creatures, depending on their element: 
green energy crystals for Dark Order and red energy crystals for Light Chaos. 
1 ? R[maky Reai.m Ai a aN'FAGE: None 

Secondary Realm Advantage Light Chaos, Dark Order 


DbaD 

Dead terrain is barren wasteland eroded by extreme condi- ^ ---- 
tions. High winds create lightning tornados that can kill 
a creature almost instantly. Lightning pylons will zap d I ™ 
the unwary creature that gets caught between them! V 
Dark Chaos creatures are naturally resistant to K 

the wind element, so they take minimal damage here, and 



receive combat magic energy from energy crystals two 
times faster than other creatures. 


Pr im a ky R j ; alm Adva ntagi ;; 


Secondary' Realm Ad van eagl: 


Dark Chaos 
None 


* 


Gl acier ___ ■ 

Glacier terrain is frozen tundra covered in snow pits that I $ , 

slow movement, and snow storms that cloud yjjsjon and 

hurl creatures across the arena. Dark Chaos and Light 

Order creatures do well in this terrain. They receive half \ 

damage from objects, and aren't slowed by snow pits. They 

also receive combat magic energy from energy crystals one-and~a-haIf 

times faster than other creatures, depending on their element: purple 

energy crystals for Dark Chaos and blue energy crystals for Light Order. 

Primary Realm Ai>van fage: None 

[Secondary Realm Advantage: Light Order. Dark Chaos 


Lava 

Tliis terrain is covered with active volcanic mounds and hot 
red lava rivers. Creatures must watch for deadly obstacles 
hke lava pools, fire vents, and fireballs. Light Chaos creat¬ 
ures fare well here, taking minimal damage and receiving 
combat magic energy from energy crystals two times faster 
(than creatures of other realms. 

Primary Realm Advantage: Light Chaos 

Secondary Realm Advantage: None 


CM 


I Desert 

High winds and searing heat are a few of the things you 
ji will find in the barren desert terrain. Sandstorms that can f 
. pick up and hurl the biggest creatures and quicksand pits \\ 
1* that slow movement and attacks can be found here as well. 

I Both Light Chaos and Dark Chaos creatures have resistances 
ft to the dangers of the environment. They receive half damage 
■from hazards, and aren't slowed by quicksand. They also receive 
■combat magic energy from energy crystals one-and-a-half 

If times faster than other creatures, depending on their element: 

II red energy crystals for Light Chaos and purple energy crystals 
* for Dark Chaos. 


Hpjfljp* 

L iPn A 


! Primary Realm Advantage: 

None 

IpECONDARY REALM ADVANTAGE: 

Light Chaos, Dark Chaos 


•£■ -T iBe 




This terrain can be perilous, and one must X 

be wary of undertow pools that can slow (( 
movement, water vents that blast spouts H f * JijP 
of water, and solar strikes that rain down V 

destruction from the sky. Light Order 
creatures, whose realm embodies light and water, receive 
minimal damage here, and receive combat magic energy 
from energy crystals two times faster than other creatures. 
Primary Realm Advantage; Light Order 

Secondary Realm Aiwan i «,i: None 


.- : // Swamp 

This terrain consists of murky pools of stag- 
nant water, mud pits that slow movement and // 
attacks, and mud vents that spew steaming hot mud, \ ' * 

Light Order and Dark Order creatures have some \ 
resistances to this Environment. They receive only half 
damage from objects and aren't slowed by mud pits. They also receive 
combat magic energy from energy crystals onc-and-a-half times faster than 
other creatures, depending on their element: blue energy crystals for Light 
Order and green energy crystals for Dark Order. 

Primary Realm Advantage: None 

Secondary Realm Advantage: Light Order, Dark Order 


Ethe real _ _ _ 

Formed from pure magic, the turbulent ethereal terrain is of 
advantage to no one; it is completely neutral. Ethereal rifts 
redirect a creatures movement and combat magic attacks, and V Sf 
an occasional teleporter vortex will suddenly transport ctea- v, ** 
tures across the arena. Ethereal terrain is the only terrain type 
that cannot be transformed by the Transform Land spell in the World Map, 
Primary Riai.v Advantage* None 
Secondary Realm Advantage: None 
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WORLD triAP STRCjqrURES 

Six types of special stniclyyrcs also dot the land: 

p Citadel 

^ A citadel can be thought of%s a sanctuary for 

JS its owner demigod/god. No spells can be cast 

1 onto terrain with a citadel Citadels also provide 

jj double die amount of health ancTMana regeneration 

per turn than a Temple. A player who wants to win by capturing 
Temple points may want to go for citadels since they are worth two 
Temple points* 

77 ) ]| 

Temples ate similar in function to citadels. Like citadels, 
jgSjT spells cannot be east onto temples. If a wounded creature 
I occupies terrain with a temple, it will regain some health 

| -• each turn/Temples also provide Mana each turn. The more 

Uemples you own, the more Mana you w ill accumulate* In many strategy 
|mapv capturing a certain number of Temple points is a way to achieve victory* 
A temple is worth one Temple point. 


A gate enables a creature to be teleported between other gates 
V/sfiC~£& of the same color* If there are more than two-gates of the 

Ta/ same color, you can choose which gate to teleport to* Gates 

fk, ' are very helpful in larger maps where you need to cover great 

II distances. To use gates: 

f — Stand on a gate hex and press the X BUTTON to open the gate, 

,1^- Choose a destination gate using the LEFT THUMBSTTCK or DIRECTIONAL RAD. 

Press the A BUTTON to travel to the destination gate (or press the X 
'fBUTTON to deselect and close gate). Any remaining movement range will 
i be indicated. Note; Pressing the B BUTTON at any point during your 
move undoes all movement and returns the creature to its original 
Ms carting location. 



Mana Wat 

Occupy terrain with Mana wats to accumulate 
more Mana for spell fasting* They provide 
more Mana than a temple each turn. 




Nexus Point 

To activate nexus points, your creatures must 
occupy all terrain with nexus points on them. 

In games with teams, only one player on a 
team can activate them, and only the acti¬ 
vating player is rewarded. Rewards depend on the map, 

JaSL jtjL ' 1*2 M agio A mpmfi er 

Occupying terrain with a magic amplifier 
allows any creature to cast the same spells 
on the World Map that Adepts can cast. 

Once a creature moves off the terrain with 
the magic amplifier, it can no longer cast spells. 

flBenfl COMBAT 

C ^ombat is initiated when one side moves a creature into a hex occu¬ 
pied by an enemy creature* The view zooms in from the World Map 
into the arena. The two creatures are placed on opposite sides of the arena, 
with the attacking creature on the left side of the arena and the defending 
creature on the right. 

The winner of an arena battle is the first one to reduce their opponents 
health to zero. The creature that wins will stay in the World Map hex and the 
loser is removed from the game. The combat in the arena can be timed; if the 
timer runs out during a battle, deadly strikes will rain down from the sky and 
hit both creatures until one is dead. 

After combat, the winner remains in the hex with the same level of damage 
they had after the battle (he, units do not automatically heal after combat), 
but their energy is replenished. 

There are two main things to keep in mind when fighting an arena duel: 
the type of creatures involved and the terrain of the hex in question. 






A higher-ranking creature will generally v^n the majority 
of battles if both creatures are at full health and the skill 1 
levels of both players are equal. 

What can change that equation is the terrain in that 
hex. If the terrain favors the weaker creature, 4 b at creature can 
do more damage than normal or even win the match outright. 
Therefore, its important to first assess the terrain before initi¬ 
ating an arena duel. 


Crcutnres 'Time 'Rcmunniuft Cwfi 

'Rcuntiln r ui\ 'Hrittlh (' Optional) 'Remti 










mm wiTifim 


HEALTH ENERGY MDWEMEMT LIGHT HEAVY SPECIAL SIGNATURE 

(t BAGS) (t BARG) RANGE MAGIC MAGIC MAGIC ATTACK 

1 1 3 THROW TRAP RAM LUNGING 

WEAPON ATTACK HEAD BUTT 

t 1 2 THROW LIGHTNING BLINK ENERGY 

, WEAPON BLAST BOLT 

2 1 v\ */ / THROW SHIELD MAGIC WHIRLING 

< ■ WEAPON BLAST SHIELD UPPERCUT 

WHIRLING 
SLADE 

ELEMENTAL 
TWISTER 

STEAL SUMMON ADEPT ENERGY 
LIFE SLASH 


CENTABRA 


SENTINEL 


SENTINEL 


SPIRIT ARMOR 


GROUND STEAL BLINK 

WAKE LIFE 

GROUND EARTH DIVE 


EARTH ELEMENTAL WARRIOR 


NIGHTMARE ADEPT CHAMPION 


ARCH DEMON 


GROUND EARTH JUMP DUAL 

WAKE BLAST STUN WING SLAM 

GROUND SHIELD GRAVITY FLYING IRON 

WAKE BLAST WELL CRASH 

GROUND EARTH SUMMON STAFF SLAM 

QUAKE BLAST SPIKES 

GROUND GAIA'S SUMMON EARTH WALL 

QUAKE RAGE SUMMON 


IRON GOLEM 


OVERLORD 


OVERLORD 


HEALTH ENERGY MOVEMENT LIGHT HEAVY SPECIAL 

(t BARB) (#SARSI RANGE MAGIC MAGIC MAGIC 

1 1 3 THROW TRAP RAM 

WEAPON ATTACK 

1 1 2 THROW LIGHTNING BLINK 

WEAPON BLAST 

2 1 4 THROW SHIELD MAGIC 

WEAPON BLAST SHIELD 

2 1 3 BALL TRAP BLINK 

tl | LIGHTNING 

2 2 SUMMO\ LIGHTNING LIGHTNING DIVE 

' ONLY ARC BLAST 

3 2 5 BALL GRAB BLINK 

LIGHTNING THROW 


SIGNATURE 

ATTACK 

LONGING 

HEADBUTT 

ENERGY 

BOLT 

ENERGY 
EXPAND BLAST 
1000 

WHIRLWINDS 

ELEMENTAL 

TWISTER 

WHIRLWIND 

HOOVES 


CENTABRA 


SENTINEL 


sentinel 


SPIRIT ARMOR 


WARRIOR 


WIND ELEMENTAL 


NIGHTMARE ADEPT CHAMPION 


CHAOS DEMON 


BALL LIGHTNING JUMP DOUBLE 

LIGHTNING GAZE STUN ENERGY BLAST 

BALL STUN RAM ROLLING 

LIGHTNING SMASH ATTACK CLAW SMASH 

LIGHTNING LIGHTNING BLINK KISS OF 
ARC GAZE DEATH 

LIGHTNING SKY'S BUNK STAFF 

ARC EMBRACE SEDUCTION 

BLAST 


CYCLOPS 


OVERLORD 


OVERLORD 


NAME 

fiAJNK 

HEALTH 

I# BARS) 

ENERGY 

EtBARSl 

MOVEMENT 

RANGE 

LIGHT 

MAGIC 

HEAVY SPECIAL 

MAGIC MAGIC 

SIGNATURE 

ATTACK 

I CENTAUR 

SENTINEL 

1 

1 

3 

THROW 

WEAPON 

TRAP 

RAM 

ATTACK 

BACK 

KICK 

* UNICORN 

SENTINEL 

i 

1 

Ll 

THROW 

WEAPON 

MAGIC 

BLAST 

BLINK 

MYSTIC 

HOOF STOMP 

E GIANTESS 

WARRIOR 

2 

1 

4 

HAMMER 

CRASH 

STUN 

HORN 

HEAL 

HAMMER 

SWEEP 

[GENIE 

i WARRIOR 

2 

t 

3 

X 

GRAB 

THROW 

BLINK 

WHIRLING 

BLADE 

[WATER ELEMENTAL 

WARRIOR 



l SUMMON 

/ OfllY 

w 

MAGIC 

BLAST 

DIVE 

: IMPACT WAVE 

juggernaut adept 

CHAMP ON 

3 

2 ; 

~~ .... 

’orb 

GRAB 

THROW 

RAM 

ATTACK 

FORCE 

SWORD 

FROST DRAGON 

L._„_ 

CHAMPION 

3 

2 

N 5 " n 

■ MAGIC 
| ORB 

BREATH 

DIVE 

TUNNELING 

TAIL ATTACK 

| OGRE MAGE 

CHAMPION 

I 

2 


MAGIC 

ORB 

TRAP 

MAGIC 

SHIELD 

phantom 

BLADE 

Idemigod 

OVERLORD 

.4 . 

3 

5 

I MAGIC 
BEAM 

MAGIC 

BLAST 

MAGIC 

SHIELD 

ICE 

WALL 

GOD 

OVERLORD 

DL 

— 

5 

MAGIC 

1 BEAM 

ETHEREAL 

PURGE 

MAGIC 

SHIELD 

ENERGY 

NOVA 


NAME 

RANK 

HEALTH 
t* BARS) 

ENERGY 

> bars: 

MOVEMENT 

RANGE 

LIGHT 

MAGIC 

II 

O -< j 

SPECIAL 
MAGIC . 

SIGNATURE 

ATTACK 

CENTAUR 

SENTINEL 

1 

1 

3 

THROW ! 

weapon ; 

TRAP 

RAM ; 
ATTACK I 

back 

KICK_ 

jjJNICORN 

SENTINEL 

1 

1 

2 

THROW 

WEAPON 

MAGIC 
BLAST i 

BLINK 

MYSTIC 

HOOF STOMP 

! GIANTESS 

"warrior- -I 

2 

1 

l 

HAMMER 
CRASH. 

STUN 

HORN 

| heal"" 1 

POWER 

BASH 

genie 

WARRIOR 

2 

3T \ 

FIRE BAH i 

GRAB 

THROW 

1 BLINK 

1000 ■ 

WHIRLWINDS 

;FIRE ELEMENTAL 

WARRIOR 

2 - 

M'J 

Sj;.-'Ur: 

ONLY 

FIRE 

JUFT 

FIRE 

BLAST 

DIVE 

IMPACT 

WAVE 

JUGGERNAUT ADEPT 

CHAMPION 3 

2 J 

5 

FIRE 

MjSALL 

GRAB 
j THROW 

RAM 

ATTACK 

MAGIC WAVE 
ATTACK 

|BLAZE DRAGON 

CHAMPION 

3 

r~/ 

\5 . 

r,H: 

i BALL J 

| BREATH 

DIVE 

SCORPION 

STINGER 

I'FIRE GIANT 

; CHAMPION 

~3 

7 

"5 

FIRE 

BALL _ 

FIRE 

BLAST 

SUMMON 

CANNONBALL 

[DEMIGOD 

OVERLORD 

4 

“T - 

5 

FIRE 

RIFT 

FIRE 

BLAST 

SUMMON 

POLE VAULT 
SMASH 

GOO 

OVERLORD 


5 

5 

I . 

FIRE 

RIFT 

MAGMA 

INFERNO 

j SUMMON 

FIRE STORM 
WHIRLWIND 


































































































THf OVfRLORD^ 

AND THEIR REALMS 


jj | Light Order Overlord 

AENNA 

enna is the person i ft can on of 
equity' and justice. She believes 
the universe is naturally moving toward an 
order that is divine and magnificent. She does everything 
in her power to insure the continued enlightenment of sen¬ 
tient beings by bringing order and peace to troubled peoples. 
She taught the fabled Ogre Mages mental techniques to focus 
and channel their feral natures into powerful magical abilities. 
Despite her logical and ordered disposition, she is passionately 
in love with Epothos, the powerful and imposing Light Chaos 
Overlord. Even though Epothos has a chaotic nature, Aenna is sure his 
own enlightenment will eventually change him to embrace Order as the 
true path. 

Aennas archrival is Helamis. Helamis stands opposed to everything 
Aenna represents. Helamis is always on the lookout for ways to undermine 





Aenna and her worshipers. 


Light Chaos Overlord 

EPOTHOS 


Mar 

. "A. dk «v 


✓^jCpothos believes that only those that have the will to / I 

J-* help themselves deserve his benefaction. He is bon- Xy 
orable to chose that are honest and trustworthy, but the 
scheming and devious will staffer his wrath. Strength of character 
and the ability to withstand hardship in a chaotic universe are tests that the 
followers of Epothos embrace as trials of devotion. 

Epothos despises the calculating machinations of Durlock. Durlock is 
everything Epothos hates and abhors, but Durlock s success on the 
battlefield cannot be ignored. Epothos has tried numerous times 
to destroy Durlock, whose escapades have allowed him to 
avoid death over the eons, 

Epothos taught the Fire Giants to utilize the 
intense heat of the places they inhabit to construct 
powerful magical artifacts. In exchange for this knowl¬ 
edge, they serve as l^iis champions and lawgivers, 
Epothos is never far from his trusted servants. 


Dark Order Overlord 

DURLOCK 


" docks greatest success has been to trick every- 
one into thinking he is weak and ineffective'. 


JrTfi 


one into thinking he is weak and ineffective 1 . ' '/■' 

Though he is cold and calculating, he is fascinated 
with Aenna. Her beauty and stability fuel Durlock s desire 
J for her. She despises his methods, but often agrees w ith his goals. 

I Aenna sees Durlock as a useful ally, but finds it hard to make gains 
i without giving up much in return. 

Durlock is a master of machinery, and constructed the perfect chain- 
l pious to lead his armies. Using forbidden arcane magic, he infused life 
] into stone and created the pitiless Iron Golems to protect him and his 
holding. Deep inside the Golems arc stone artifacts that can use metal to 
■form powerful bodies. Golems are almost indestructible, but. damage to th 
artifact in its center will reduce its magical ability until it can no longer 
fmanipulate the metal and it falls apart. 


Dark Chaos Overlord 

HELAITIIS 


Mm. 




■fL/elamis believes that true gods arc made divine -/ 

* I I through cruelty and psychopathic behavior. She \ /** 

Toften tells here worshipers, “A gods conduct should not be 
lundetstood by mere mortals, understanding and manipulating the future 
■would drive a mortal insane" She does everything in her power to cast her 
■demented and twisted malice as cosmic acts simply not understood by the 
• masses. She enjoys the torment of others. 

I Helamis is fascinated by Epothos! He has many of the same beliefs, 
but is not nearly as self-centered as Helamis. Helamis feels it would 
be possible to turn Epothos to the Dark side, but has not succecd- 


Helamis created the mighty Cyclopes. These powerful crea¬ 
tures were used as slave labor in deep mountain mines and 
I forges, but their champion aggressiveness allowed them to 
t thrive. Helamis took back the most powerful and cruel 
ICyelopes to lead her armies into battle. They treat her as 
their mother, a fact she constantly reminds them of. and 
will fight to the bitter end for her, • _ * 
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I HUW W cumncr DRAFTS 

I Lucas Arts has set up a variety I>1 services to provide you with 

■ information about our latest games, hint and gameplay assistance, 

I and technical support. 

HINT LINE 

IU s. 

■ If you need a hint, you may call our automated Hi ncLme . 1 his service 

■ costs $1.99 per minute, requires a touch-tone phone, and you must be at 
B least 18 years old or have a parent s permission to call. The number is 

I -900-329-JEDI (1-900-329-5334). The option to speak with a live Hint 
B Operator is also available from this number Mondav-Friday 9:00 a.m. to 

■ 6:00 p.m. (Pacific Standard Time), (Average call length is three minutes.) 

I Canada 

■ Our Hint Line Is also available to our Canadian customers. This service costs 
1 $1.99 (US.) per minute, requires a touch-tone phone, and you must be at least 

■ 18 years old or have a parent's permission to call. The number is I-900-677-JEDI 
1 (1-900-677-5334). Hint line operators are available during regular business hours. 

I Monday-Friday 9:00 a.m, to 6:00 p.m. (Pacific Standard Time). (Average call length 
I is three minutes.) 

WHERE TO FIND US ONLINE 

Visit the LucasArts Technical Support Web site at http://supportIucasarts.com. From 

■ there, you can receive online technical support through Yodas Help Desk, browse technical 
I documents, or leave a message For an online representative. 

yoda’s help desk 

f We are prdiid to feature Yodas Help Desk, an interactive knowledge base, which 
* is available in the Technical Support section of the LucasArts Web site at http:y/sup- 
I portjucasarts corn. Yodas Help Desk offers solutions to technical issues based on 
Hinformation you provide. Visitors to Yodas Help Desk will be able to receive technical 
B support 24 hours a day, 7 days a week. If Yodas Help Desk is unable to provide 
I you with a solution, you can send an e-mail message to an online representative, 

TECHNICAL SUPPORT RHONE NU1TBER 

I This number is for t echn ical assistance only. Hints will not be given over the Technical 
W'Suppert line. You can‘rca’ch our Technical Support department by calling 1H15-507-4545. 

1 We are available to help you Monday- Friday, 9:00 a.m - 6:00 p.m, (Pacific 
B Standard Time). 

I TECHNICAL SUPPORT FAX 

I For your convenience, we also offer the option of faxing us with your 
B technical questions at I -415-507-0300. When sending us a fax, please 
include your name,'"return fax number with the area code, and a 
B voice phone number so we can contact \ou if we exptmehceproblems 

■ when trying to fax you back. 



TECHNICAL SUPPORT 
JTIAILING ADDRESS 

Lucas Arts, a division of Lucasfilm Entertainment Company Ltd,. 
l!Q Box 10307. San Rafael, CA 94912, Attn,; Product Support 

LUCASARTS COmPANY STORE 

Safe, quick, convenient shopping is just a click away. 

You can visit, our secure online company store at 
http://companystore.lucasarts.com for great deals on 
games and unique items you wont find anywhere else— 
hats, T-shirts and so much more. Place your order online, 
or call us toll-free at I-888-LEC-GAMES. (Technical support is not 
available on this line,) 

WTWflfiC LICCW 
mo LIMITED WflRRflPfTY 

PLEASE READ THIS LICENSE CAREFULLY BEFORE INSTALLING OR 
USING THE SOFTWARE. BY USING THE SOFTWARE, YOU ARE AGREE¬ 
ING TO BE BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO NOT 
AGREE TO THE TERMS OF THIS LICENSE: DO NOT INSTALL OR USE THE 
SOFTWARE. DELETE THE SOFTWARE AND ALL RELATED FILES, AND 
PROMPTLY R ETURN T HIS PACKAGE AND ITS CONTENTS TO THE PLACE OF 
PURCHASE FOR A REFUND OR EXCHANGE SUBJECT TO THE RETURN POL) 
CY OF THE RETAILER, 

The computer software, artwork, music, and other components included in this 
product, as such may be updated (collectively referred to as the ‘"Software ')], are die 
copyrighted property of Lucas Arts, a division of Lucasfilm Entertainment Company 
Ltd, and/or its affiliated entities or divisions, and irs licensors (collectively referred to 
as “LucasArts')< The Software is licensed (not sold) to you, and LucasArts owns 
and/or controls all copyright, trade secret, patent and other proprietary rights in the 
Software. You may use the Software only in connection with a Microsoft Xbox video 
game system. You may not: (I) copy, distribute, rent, lease or sublicense all or any 
portion of die Software; (2) modify or prepare derivative works of the Software; 

’ (3) transmit the Software oven network, by telephone, or electronically using any 
means, except in the course of your network multiplayer play of the Software 
over authorized networks; (4) engage in matchmaking tor multiplayer play Over 
unauthorized networks; (5) design or distribute unauthorized levels; or (6) reverse 
engineer, decompile or disassemble the Software. You may transfer the Software, 
but only if the recipient agrees to accept and be bound by the terms and 
conditions of this Agreement. 

If you transfer the Software, you must transfer all components 
and documentation and erase any copies residing on die game 
console and/or computer equipment. Your rights in and to this 
license are automatically terminated if and when you transfer 
the Software. 

LucasArts warrants to the original consumer purchaser 
only that the media furnished in this product will be tree 
from.defects in materials and workrmmship under normal 



| use for a period of ninety ^90) days fromfthefkue of purchase %. 

|(as evidenced by your receipt/ If the media furnished in this 
product proves to be dcfectivfeand provided that the original con-*' 
sumcr purchaser returns the media to Lucas Arts in accordance with 
1th e instructions in this paragraph, Lucas Arts will replace the defec¬ 
tive media: (a) free of charge to the original consumer purchaser, if 
■the media proves to be defective within the nydet»90) day period 
■foilowing the date of purchase, or (b) for a fee of $15.00 per 
iCompact Disc (“CD”), if the media proves to be defective after the 
■expiration of the ninety (90) day warranty period, provided that the 
■request is made within a reasonable time from purchase, and Lucas Arts 
■continues to distribute the CD commercially. To obtain a replacement CD, 
please return the defective CD only, postage prepaid, to Lucas Arts, a division 
I of Lucasfilm Entertainment Company Ltd, RQ Box 10307, Sin Rafael, CA 
194912, accompanied by proof of date of purchase, a description of the defect, 
land your name and return address, as well as a check for $15.00 per CD made 
■payable to Lucas Arts if after expiration of the warranty period. LucasArts will 
(mail a replacement to you. 

You expressly acknowledge and agree that use of the Software is at your sole 
risk. Except for the limited ninety (90) day warranty on the media set forth above, 
the Software and any related documentation! or materials are provided "AS IS" and 
without warranty of any kind, LUCASARTS EXPRESSLY DISCLAIMS ALL WAR¬ 
RANTIES, EXPRESS AND IMPLIED, INCLUDING. BUT NOT LIMITED TO. THE 
IMPLIED WARRANTIES OF MERCHANTABILITY FITNESS FOR A PARTICULAR 
jk RP<)SE AND NONINFRINGEMENT LUCASARI S I )OL..S NOT WARRANT 
THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE WILL MEET YOUR 
REQUIREMENTS. THAT THE OPERATION OF THE SOFTWARE WILL BE 
UNINTERRUPTED OR ERROR-FREE, OR THAT DEFECTS IN THE SOFTWARE 
WILL HE CORRECTED, THE ENTIRE RISK AS TO THE RESULTS'AND 
PERFORMANCE OR Till - SOFTWARE IS ASSUMED BY YOUAND YOU (AM > 
NOT LLICASARTS) ASSUME THE ENTIRE COST OF ALL SERVICING, REPAIR 
AND/OR CORRECTION. SOME JURISDICTIONS DO NOT ALLOW THE 
EXCLUSION OE IMPLIED WARRANTIES, SO THE ABOVE EXCLUSION M AY 
NOT APPLY TO YOU 

I UNDER NO CIRCUMSTANCES INCLUDING NEGLIGENCE, SHALL 
LUCASARTS, OR ITS DIRECTORS, OFFICERS, EMPLOYEES. LICENSORS, 
LICENSEES OR AGENTS. BE LIABLE TO YOU FOR ANY INCIDENTAL, 
INDIRECT SPECIAL OR CONSEQUENTIAL DAMAGES (INCLUDING 
■DAMAGES FOR LOSS OF BUSINESS PROFITS, BUSINESS INTERRUPTION. 
lLOST DATA, LOSS OF BUSINESS INFORMATION, AND THE LIKE) 

■ARISING OUT OF THE POSSESSION, USE, OR MALFUNCTION OF 
•THIS PRODUCT, INCLUDING WITHOUT LIMITATION DAMAGE 
ItO PROPERTY AND, TO THE EXTENT PERMITTED BY LAW . 

DAMAGES FOR PERSONAL INJURY, EVEN IF LUCASARTS OR 
Ian LUCASARTS AUTHORIZED REPRESENTATIVE HAS BEEN 
•ADVISED OF THE POSSIBILITY OF SUCI1 DAMAGES OR LOSS. 

•SOME JURISDICTIONS DO NOT ALLOW THE I IMITATION 
■DR EXCLUSION OF LIABILITY FOR INCIDENTAL OR 
•CONSEQUENTIAL DAMAGES SO THE ABOVE LIMITATION 
■DR EXCLUSION MAY NOT APPLY TO YOU. |g . 







YOU AGREE THAT THE LIABILITY OF LUCAS ARTS ARISING 
OUT OF ANY KIND OF LEGAL CLAIM (WHETHER IN CON¬ 
TRACT LORI; OR OTHERWISE) WILL NOT EXCEED THE 
AMOUNT YOU ORIGINALLY PAID FOR THE USE OF THE 
SOFTWARE, YOU AGREE TO WAIVE ANY RIGHT TO EQUI¬ 
TABLE RELIEF, INCLUDING, WITHOUT LIMITATION, ANY 
INJUNCTIVE RELIEF, TO ENFORCE THE TERMS HEREOF, 
WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND 
YOU MAY HAVE OTHER RIGHTS DEPENDING ON THE 
LAWS IN YOUR STATE, 

Any claim or controversy arising out of or related to this 
Software License and Limited Warranty, or the Software shall be 
settled by expedited binding arbitration in accordance with the 
rules of the American Arbitration Association. Such arbitration 
shall take place in Marin County, California and you hereby consent 
to such venue. Any such claim or controversy shall be arbitrated solely 
on an individual basts and shall not be consolidated with a claim of any 
other party. The Arbitrator may not change the terms of this Software 
License and Limited Warranty and may not award any injunctive or other 
equitable relief. The foregoing shall not preclude LUCASARTS from seeking 
any injunctive relief for protection of Lucas Arts 1 intellectual property rights. 

If the Software is acquired under agreement with the LIS. government 01 : any 
contractor therewith, it is acquired as "commercial computer software" subject to 
the provisions hereof as specified in 48 CFR 1 2,2 12 of the FAR and, if acquired 
for Department of Defense (DoD) units, 48 CFR 227-7202 ol the DoD FAR 
Supplement, or sections succeeding thereto. 

This game and manual are each a work of fiction. All of the characters, events, 
locations, logos, and entities portrayed in this game arc fictional. Any resemblance to 
real persons, living or dead, or actual events, is purely coincidental. 

Lucas Alts and the LucasArts logo are registered trademarks ol Lucasfilm Ltd, 

© 2004 Lucas film Entertainment Company Ltd, & ® or TM as indicated. 

All rights reserved. 
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O lucasArts and the LucasArts logo are registered trademarks of Lucasfilm Ltd. 

© 2004 Lucasfilm Entertainment Company Ltd. & ® or TM as indicated 
All rights reserved. Microsoft, Xhoxand the Kbox logos are either registered 
uv-. ™ 1 rademarks or tradema rks ol Microsoft Corporation in the US. and/or other 
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